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The City 


Programmed by Philip Price 
Apple translation by Jim Ratclit! and Kan Jordan 
Microscreen Art by Craig Skinner 
Music by Gary Gilbertson 
Documentabon by Kathi B. Tromblay 





‘Here's how to use your Apple computer to enter Alternate Reality, Read the Guidebook 
before loading the game. Jt fas information you'll need in The City. 
Requirements 

* Apple \l® series computer (64K) 

* Compatible disk drives (1 or 2) 

* TV or video monitor 

* Blank disk (Chamcter Disk—Optional) 

* Alterniate Reality—The City game diskette 

1. Tum off the computer, ‘Place Side 1 of The City disk in Drive 1 and close the 
door (with two drives, use Drive 2 for your Character Disk). 
‘Tum on the TV or monitor and the computer. If the wrong disk is in the drive, 
the game checks both drives for the correct one. 
‘When the game is loaded, follow the prompts. 


. Once you're familiar with the game, press ESC to bypass the opening scenario. 
‘This takes you directly to the Character Decision menus. 
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Note: Do not Write Protect the game disk or your Character ‘Disk. Jt’s a good iden 
to make a backup copy of Side 2 before you play the game. An elementary copy 
program is included on Side 1 (see the Chamcter Decision menu). You can also 


use this copy program to backup yotr Character Disk. 
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The City 


Programmed by Philip Price 
Apple translation by Jim Ratcliff and Ken Jordan 
Microscreen Art by Craig Skinner 
Music by Gary Gilbertson 
Documentation by Kathi B. Tremblay 


‘Here’s flow to use your Apple computer to enter Alternate Reality. Read the Guidebook 
before loading the game. Jt fas information you'll need in The City. 
Requirements 

* Apple |! series computer (64K) 

* Compatible disk drives (1 or 2) 

¢ TV or video monitor 

* Blank disk (Character Disk—Optional) 

* Alternate Reality—The City game diskette 

Getting Started | 

1. Turn off the computer. Place Side 1 of The City disk in Drive 1 and close the 
door (with two drives, use Drive 2 for your Character Disk). 

2, Turn on the TV or monitor and the computer. Jf the wrong disk is in the drive, 
the game checks both drives for the correct one. 

3. When the game is loaded, follow the prompts. 

4. Once you're familiar with the game, press ESC to bypass the opening scenario. 
This takes you directly to the Character Decision menu: 

Note: Do not Write Protect the game disk or your Character Disk. It’s a good idea 
to make a backup copy of Side 2 before you play the game. An elementary copy 
program is included on Side 1 (see the Sony et menu). You can also Se 

i backup your Character ‘Disk. es ars 
use this copy program to p your C okt re Sle 








Character Decision 
The Character Decision 
vet menu offers five option: 
Hit Ato become a new ae Ay irs 
Fit E to resume an existing one 
Hit J to initialize a Character Disk 


Hit T fora temporary characte 
Hit B to backup See : 


Press J to initialize a disk to use as a i 
nitia Character Disk. As ompted, 
Alternate Reality disk from Drive 1 and insert a blank disk. ie ansitey conte 


‘Press B to make ackup copi ; 
the prompts. : Of Side 2 of The City or your Character Dis. Follow 


Disk (with two drives, leave the AR disk in Drive 1, the Character Disk in Drive 2), 
You can store up to four characters on a Character Disk, but can only play with one at 
a time. 

‘Press T for a temporary character. Follow the prompts, pressing Return after each 
response. Dou can’t save this character, but it’s useful for getting into the game quickly 
to fook around and get the feel of the game. 


Press £ if you already have a character from a previous venture into AR. At 
the prompt, type the ID number corresponding to the name you're using. ‘Type the name 
(when prompted) and press Return. ‘To return to the Character Decision menu, press Return 


instead of typing a name. 

If you make a wro selection from the Character Decision menu, press the 
eon, instead of ‘pir aname. If you make an error when typing a character name, 
hit ‘Return when the program asks you to verify the name. 


After selecting from the Character ‘Decision menu, you're at the door to enter ‘The City. 


To Save A Character . ; ‘ 
28 ‘our character when you're ready to stop playing. Press S. You . i tas 
remove ‘fa AR disk, insert the Character Disk, and press the ee Bg i MES 
don’t need to remove or exchange disks; the game checks bo ae we 
cas ce play again, reload, select the saved character, and the game reste 
you stopped. 
character to disk or you'll fose it when you tum off the computer. 


Note: Save the 








Compass 

Finding your way around The City is simplified by use of a compass, available for 
purchase at most Shops in ‘The City. Jf you buy a compass, it will appear at the left of 
your screen. ‘The direction you're heading will always be topmost on the compass: 
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North East West South 
Keyboard Control 
‘The diagram below shows the keyboard commands for movement in ‘The City. 
J 
j is 


K 


* Press J (Forward) to enter The City in the beginning scene. 

* ‘To ‘Enter a shop or store, press J. Follow the prompts. Press ‘K to Exit. It’s pos- 
sible to back through a doorway. 

Note: Onan Apple lic or Ile, you can use the four Arrow keys for movement instead 
of the letter keys, 
ou also use the keyboard to interact with business establishments, review and posi- 
tion your belongings, and during Encounters. 

*A Menu at the bottom of the screen displays your options. Each option has a 
flashing letter or number. To choose, press the appropriate flashing character. Jn 
some situations, there is no flashing character. Either press any key or answer Yes 
or No, where appropriate. 

* Press the ESC key to get a full account of your condition. Repeat until you've seen 
all the information and are back in normal operating mode. 

* Defend yourself with either hand in an Encounter. Press U to switch hands. 
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* Press R to ready a weapon for use. Follow the prompts. 


: "i isitions 
* Press ‘D to Drop items. This is usually done to make room for new acquisitions, 
since how much you can carry is limited. 


* Press P to pause the game. ‘Press the Space ‘Bar to resume play. 
* Press S to save a character. Follow the prompts. 


* After you win an Encounter, the game is Paused. You're prompted to press any 
key to continue. 


Datasoft’ 
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Programmed by Philip Price 
Apple translation by Jim Ratcliff and Ken Jordan 
Microscreen Art by Craig Skinner 
Music by Gary Gilbertson 
Documentation by Kathi B. Tremblay 


Here’s how to use your Apple computer to enter Alternate Reality. Read the Guidebook 
before loading the game. Jt has information you'll need in ‘The City. 


Requirements 
* Apple \I® series computer (64K) 
* Compatible disk drives (1 or 2) 
* TV or video monitor 
* Blank disk (Character Disk—Optional) 
+ Alternate Reality—The City game diskette 
Getting Started ore 
1. Tum off the computer. Place Side 1 of The City disk in Drive 1 and close the 
door (with two drives, use Drive 2 for your Character Disk). “a3 
2, Turn on the TV or monitor and the computer. Jf the wrong disk is in the drive, 
the game checks both es ae ie 
ame is loaded, follow the prompts. 
; ng familiar with the game, press ESC to bypass the opening scenario, 
This takes you directly to the Character Decision menu. 
: rite Protect the game disk or your Character Disk. It’s a good idea 
Note: Be seus copy of ai 2 before you play the game. An elementary ony 
rogram is included on Side 1 (see the Character Decision menu). You can also 
er copy program to backup your Character Disk. 
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in or m0 ight! eatthy, You 
i 0 nm laces > wed 
Jou're kidnapped by an alien spaceship and find yourself in.a room with only one exit, Bay sometiit off middle of pee ental. Ifyou become ¥ 
Through this doorway you see The City of Xebec'’s Demise. An energy field moves across then 4 do fusiess © oat ormamen ; atte 4 
the opening. Overhead is a panel with constantly changing numbers, As you go through. : ariety of wares ¥ 10 Y ut station : frere, a fee is charg 
the door, the numbers freeze. This sets your levels of Stamina, Charm, Strength, Intellgene hops offer a oa i oiit according Cit ike clinics ep ene up rig ft away) 
Wisdom, Skill, Wealth, and Hit Points. The higher these Stats, the better your blirices wartt t0 k you Healing 1 ‘The ea n that don’t 5 as possible 
are in ‘The City. ou decide whether you're Good or Evil, ; isease OF 


are E ffects of -eoned, see 
‘During the first few days, you're extremely vulnerable to foul play. The safest area of Healer are some © Hod Hnot PO ag 


; be 
< so don't expert 
‘The City is near the Floating Gate. Of course, safety isn’t your only considerati ; for services: 1 af you're WOH ing mew pledges, ve -< rewarded with 
are benefits to discover in the more dangerous fees But hep oe profile ee j f don’t watt Hy . particular about ae ste ever a first visit i ise ofa Cure 
familiar with The City. And avoid Encounters with life forms that are obviously superi | guilds guilds ay." oA our first visit. How ~ild will help you gen 
(don’t tease a ‘Wizard, for example!). hg el . welcomed as 4 member on y' ; and, for a fee, any G : 
Have enough sense to come in out of the rain! Bad characters (ike bad weather, Jt’s Charncterenfanc ng fs ‘Potions Money; and other 
also dangerous to be out at night. Find an Inn and check in before sundown, A good Weapom. efry, ‘Weapons, Armour, 0 ial y nt ical or Cursed. 
night's sleep does wonders for your Stamina and restores Hit Points. sure takes marly fonts: an ifver and copper is potentiary d, rable; C ursecl 
‘Keep an eye on your Stats. ou can become hungry, thirsty, or tired. Find a Tavern Ht items. ALL treasure, except ¢ 3 ’ erties. ‘agical items are val : 
for food and drink, an Inn for rest. Dou have a little Money; use it wisely. A compass, : 4 thing up to iscover its unique prop’ 
available in most Shops, is a wise investment. Jt’s helpful to remember that the inven- me i fe a source of great despair. 
tories in Shops and Smithies change daily. items can seqenteait ound in Treasure. Take them 
‘The values at the top of the screen help you decide what action to take, Increasing these Gems and Jewelry are obtained afte z ue als va from Bank to ‘Bank. 
levels is important to achieving your goals. Good Stamina is useful in surviving fard- to a Bank for appraisal and sell them. Apprais ay, 


ships. Charming an opponent, naturally, requires Charm (charisma), Strength gives you 


i a ‘Weapon 
an advantage in a fight; Skill helps you avoid blows from an adversary. Intelligence is necessary for survival. Even if you abhor violence, you tag E 


‘Weapons are : i ) 
crucial for tricking your enemies, Wisdom for making decisions. Hit Points are very for self-defense. Some creatures in ‘The City will attack you, no matter flow nice you are 
important: the more you have, the harder you are to kill! and bare hands are rarely useful. 


Jou are closely monitored! Don’t think the Stats at the top of the screen make up the 





PORE ‘There are three ways to acquire ‘Weapons: 
whole. Many things, including your personality, are constantly taken into account by 1, Finding them after an Encounter 
the computer. ‘To achieve your goals, be yourself! 2, Finding them after uncovering a Treasure 
Secret tnaseBe Be Ae PED Secret er Be Ua ‘Walls in The City. A 3. Buying them from a Smithy 
Secret Door looks like a wall, but you can w ight thro it (accompanied by a < 5 
whooshing noise and an odd as One-Way Walls are as on i side. De ] sae sae eae 5 ve si ely before picking it up. The more J ntelligent you are, 
can pass through the invisible side, but not the visible one. | fiat enon ad 5 if'its Magical or Mundane (normal). Magical means it 
Se ae ce fens ps yyw Ono ck pa Cae 
ng for a price. They’re also Time and Date information centres. You can't Drop it; you need help to get rid of it. Pick up any ‘W, Rt tg 
Taverns sell food and drink and offer entertainment. The menus change hourly. Often, ee ‘This way, if it’s Cursed, you aren’t Re vue it ogee ‘er seth 
the songs sung in a Tavern give you important clues, ary Tapon a Guild for help. Note: A Shield should always be used! a s se 
Alcoftol Tavems serve alcofwolic beverages. Alcohol is also an ingredient in many Potions. Ifyou find a ‘Weary a Second- 
Drink in moderation. If you're drunk, movernent is hampered, manipulating screens is ‘Weapons you alread y net while carrying the maximum (oad, Dr 
difficult, and you may even experience blackouts. Find an Inn and sleep it off. or Secondary ae in ge Hup. A ‘Weapon must be Read e ae of the 
Smithies As you approach a Smithy, you may hear the Smith hammering away on Potions T to be dropped. Follow the iis either “Primarn, 
his anvil, New ‘Weapons purchased at a Smithy are never Cursed. But prices (and qual- a Potion ae Potions are beneficial f 
| ity) vary greatly; bartering is essential. ‘When buying a ‘Weapon, remember that each or Use i “cide whether to Keep it, Len wv advancing your Character W 
has unique characteristics. For example, a Longsword is a better offensive ‘Weapon than Eanes away. The Potion a 1, Or Use it, Onice Open r "hen you find 
a regular Sword; but the reqular Sword is a better defensive ‘Weapon. YOu a fit a Po Mn for cofour find ae Once the seal on the ee tine 
. ner is Grok, 
teit. Each Si Ren 
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Day ‘Ten 
J picked up a curse 
awful state. a] finally ; 

d, fc fee. y removes 
and, for a fee they Temoy é - 
he Guild members said my sword was 


One of the G suo 
wry nice, but J didn’t seem to have much fighting 
knowledge. He recommended J get some training 
at a ‘Weapors School. 


and was 


f sword today see 
Thieves’ Guild 


focated the 
the curse. 













































‘Word gets around pretty fast. 


ave been here. qt 
astic stories about fis adven- 


1t lied to or cheated anyone since 
He told me fant 


day, J spoke to another newcomer. 

was taking it all in, when the “Tav- 
led me to one side and cautioned me. 
cman was already known in ‘The City 
and that Vd do well not to believe 
1 J was told. He said an honest man 


it 
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You are Wn a privare Seoth 


Rea. 


rt 
Your ‘ceins Yn copper 129 





Day Twenty 
‘This place is full of stories an 
d legends. ‘Th e tales ; 
that live in caverns beneath Th “a Tae tales of be si glk Pike 
capi A t The City. One creature J’ve heard a fot about is the Night Stalker 
No one Ive spoken to fas seen it, but everyone agrees that it's a horrible ‘i ' 
prowls the streets at night. aes Pa arr 
Today J met a man J’(f 
5 never forget. He had fysi 
charm. J think he we ‘ ‘ a oy edad Da tae eh 
was a very wise man. He gave me a riddle he eid val fielp 3 ee aa 
reedom: 
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browshit me fe 


Si i i's 
“Ystem altogether 
pai Closest to is farthest from, 
est py you 've brought that which to come 
ast this you need not know a thing 


are 
save 
” where to 90... you've what to bring. 







